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EVOLVE OR DIE 


To stay still is to stagnate. Growth, change, evolution; whatever you bill 
the drive to keep moving forward, it's an important and needed step to 
take. Even if doing so leads to uncertain roads ahead. 

That's certainly the case with a lot of our subjects this month. With the 
news that Irrational Games was downsizing as Ken Levine moved to a 
‘smaller studio to pursue titles of a more indie flavour, there was a lot of 
concern for the future of Bioshock, one that was no longer to be guided 
by the person whom many saw as its chief architect. Yet anyone that saw 
the ending of Infinite could feel that the man had already put his last word 
‘on the franchise that's defined him this past decade, As we discuss in our 
news feature this issue, which looks at the transition of key creatives from 
Triple-A development to smaller projects, the need to try something new, 
and preferably without publisher interference, is rightly an attractive one, 
‘There's little enjoyment in continually reshaping old ideas for new content. 

Yet that's not to dismiss franchises that are actively trying to better their 
mechanics or remake their design to remain contemporary. One of the 
most highly revered franchises of all time, Metal Gear Solid, makes its 
return this month in the form of Ground Zeroes. While there's discussion 
to be had about the game's price point versus content (which dominates 
‘our review later in this issue) the franchise creators have remoulded the 
stealth gameplay to give a three-decade old style a fresh finesse in 2014, 
Equally Respawn's Titanfall, also reviewed this issue, takes the Call of 
Duty multiplayer foundations and incorporates something new in the form 
of superheroic moves and two-storey tall Titans to pilot around maps. EA 
are trying a fresh approach to UFC as we finally get hands-on with their 

dobut take on the franchise, and the 

» developers at Turbine are taking the 

MOBA gente and giving it a different 
spin by way of DC Comics. 

Newer, bigger, better, different. As 
always, gaming is changing. We'll 
help you keep up. 


GILLEN MCALLISTER 
EDITOR IN CHIEF 


CONNECTED 
The month’ top stories, the 
latest DLC and inl tiles, as 
well as your guide to the 
MOBA genre and more 


TRIPLE-A TO INDIE: THE GREAT MIGRATION 
With the news last month that Ken Levine was leaving Triple-A We take a longer look ata 
velopment behind in favour of smaller ventures, we look at title with an interesting take 
those creatives making the crossing to the indie scene and why, (on crime scene investigation 
and discuss what this means for gaming's future «from the afterite, 


COME BACK HAUNTED 


“ 
Digital addiction returns with 
‘Tials Fusion, and we tackle 


superheroes, revolutions and 
UFC fighters in our previews, 


REVIEWS MOVIES 
March signals the start of 2014's biggest names marching in. We What's on at your cinema as 
deliver verdicts on Infamous: Second Son, Metal Gear Sold V: wall as the newast films to 


Ground Zaroes and Ttanfall, as well as Yoshi's New Island, South buy on Blu-ray or DVD - from 
Park, and review one of the worst titles we've ever played, Don Jon to Need for Speed, 
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character's geting new moves 
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THE DARK KNIGHT ~— 
RISES ON NEXT-GEN 


Rocksteady returns with the true sequel to Arkham City - and it’s due this year 


‘The Bat is back. While Warner Bros. Studios forged ahead with last year's 

SD Arkham Origins, the game-long flashback to Batman's eatty patrols of the 

streets of Gotham, Arkham franchise creator Rocksteady Studios were 
crafting the Dark Knight's future, That vision was revealed this month to be 
Batman: Arkham Knight. This new adventure is set for release on PC, PS4 and 
Xbox One later this year, 

While first title Arkham Asylum kept Batman rounding up escaped convicts on 
the island off the shore of the city, Knight sticks with Arkham City and Origins in 
keeping the Caped Crusader on the streets (and roofs) of Gotham City. Origins 
‘expanded the city's size with the inclusion of ‘new’ Gotham. Expect Rocksteady 
to keep that expansion going - Knight's map is five times bigger than what was 
seen in City - and it's built on a customised version of the Unreal Engine. 

bigger domain to patrol means additional transport. While Batman will be 
able to glide using his cape as with previous games, now he's getting some 
extra speed in the form of the Batmobile - which has only appeared in previous 
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THE BATMOBILE 


Cape 
nod to 
of the v life, You've the 
bulk and weight ofthe Nolan 
trilogy’s tank, and the sleek 

top end of Burt 


Arkham game cutscenes until now. it comes loaded with 
an arsenal of weapons, and is able to perform boosts 
and jumps just ike the movie versions. 

‘While Origins was set in Batman's past, Rocksteady's 
return jumps ahead by one year from the events of 
‘Arkham City, and sees Batman tacking familiar faces for 
the franchise: Riddler, Harley Quinn, Two-Face and The 
Penguin are all set to appear. A new adversary, the 
‘Arkham Knight, will tax Batman. The character's been 
created from scratch for the game by DC's Geoff Johns. 

Rocksteady have stated that this is their finale to the 
‘Arkham series. Is it possible they can better Nolan's 
closure on the Dark Knight? We'll find out soon. 


> WATCH DOGS DATED Ajo {is delay from last year, Ubisoft hat 


TITANFALL FREE 
WITH XBOX ONE 


EA's Titanfal is nc 


w bundled with Xbox One 


strong incen 
‘machine following the game's 
‘month. Even better news for UK gamers is 

the accompanying price cut, with the bundle 
Row coming in at £399.99, Some retailers are 
even going lower than that, or are throwing in 
an extra game for the same price If you have 


yetto make the jump, now a great time. 


Now confirmed the 


arrival of ts hacking adventure: It's due Maj 


‘The best, worst and weirdest 


SOUTH PARK 
CENSORED 
Ubisoft EMEA decided to voluntarily censor 
certain parts of South Park: The Stick of Truth 
in Europe - but only th sions of 
the game, Their pl q 


when they accidentally pressed German discs 
with the US master, which contained not only 
the censored content omitted in all console 

ions, but also ilegal Nazi symbology. 
result the release of the game in Germary has 


‘of the month. 


PS4 PLUS GETTING 
TRIPLE-A TITLES? 


see AAA games on PS Plu: 
end of the 
ony rep that we 
art of the mr 
ription on PlayStation 4, 
veh 


nthly PS Plus 
ut one 
‘gone further, suggesting 
one ofthe higher ups at Sony has told him 
that “good stuffs coming” and that we'l get 
AAA games “later this year.” We're already 
speculating th unch titles. 


27th on PC 


CHANGES AT SONY 
AND MICROSOFT 
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omputer Entertainme 
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CEO 
America at 
veteran, 
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at Microsoft, 
jokia chief -is 
n-Green at the helm of the 


> THE WITCHER 3 PUSHED BACK In an open letter to Its fans, CD Projekt has explained that ts delayed The Witcher 3: Wild Hunt to February 2015, in order to fine-tune the game. 


MINECRAFT ASSASSIN’S CREED 


Aig screen version ofthe block Ubisoft's time-traveling seri 
building game is in the works as ving forward with its film take 
Warner Bros sort a deal out with Men and Shame actor 

creator Notch, Lego Movie's Roy Michael Fassbender is 
Lee is attached to the project. to direct and star in the flick, 


STREET FIGHTER HALO 
Assassins Ft he weaconV—_TheTVshow at vas rnounoad 
THE LAST OF U fing Kanan Py dzparol Mizorts mulinada 
training days, is treating the plans for the sci-fi franchise i 
bs ‘ource material with respact; i'l \oured to be getting Neill 
TV &CINEMA Naughty Dog's tale hitting the big screen beleevsed s00n——Blmkamp directing the pi 


Video game movie adaptations have proved to be of uncertain quality. Even the 
latest entry, Need for Speed (the review of which you can read later in the issue) 
doesn't live up to the gaming franchise it tries to capture, Perhaps a story-driven game 
then, can succeed where others have failed so badly? 

There's a running joke in the media The Last of Us is already an impressive film in its 
own right. Empire Magazine penned a piece last year entitled "The Best Film of the 
Year (That Wasn't Actually a Film)", Yet the post-apocalyptic story of Joel and Elie, as 
the pair travelled across America avoiding scavengers and zombie-like Cickers, has 
struck a chord with none other than Evil Dead's Sam Raimi, But more Importantly, AGENT 47 WARCRAFT 
creator Naughty Dog has struck a deal with Screen Gems that'll see the creative With Paul Walker's passing late Big names are attached to the 
director of the game, Nell Druckmann, pen the script, while co-presidents Evan Wells Mech belaeg ipiteees fom Dome Coop 
and Christophe Balestra will serve as ‘creative architects’. Clearly The Last of Us Niners teeta 
stands at the pinnacle of video game naratives - can it do the same in Hollywood? the bald a 


‘and Dominic Cooper, as the 


focuses on a 
acters from the 


THIS MONTH: THE MOBA GENRE 


WARCRAFT III LEAGUE OF LEGENDS SUPER MNC HEROES OF THE STORM 
Released: 2002 Released: 2009 Released: 2012 I Released: Late 2014 


Defense of the Ancients was amod Rot G jenre behemoth Uber Entertainment changed things layed game on Steam is The genre comes ful circ 


ports 27 milion dal up with Super Monday Night 


for Warcraft Ill, an RTS focusing currently ke on the genre, Staying this year as Blizzard launches their 
(on hero characters, The mod built players and was conceived by Combat, a game which retained the true to the original mod Dota 2 is m spin on things -a mash up of 
ccore principles into the game, and members of the DotA community. core principles of the MOBA, but often criticised for its steep Starcraft, Warcraft and Diablo 
those - 5v5 battles, three lanes, Its expanded greatly thanks to out from a third-person learning curve, The hardcore Universes. Blizzard are looking to 
endure in the depth of gameplay, stellar tive. Players work together nature sees you kiling off your streamline the experience as 


scene to this day. ‘model and focus ports. st only 20 minutes 


ones 0 take out the enemy base, ‘own to rob enemy of gold and XP, 


> LORDS OF SHADOW 2 CONTINUES DL¢ for the Castlevania 


equel Is due March 2 


which allow: 


YOUR DLC UPDATE 


DOWNLOADS the latest in digital goodness this month 


Post-launch DLC can extend the life of your game, From new maps for multiplayer 
matches to new single player campaigns, there's plenty out there in the digital space 
to keep you playing beyond the end credits. Here we track the most promising DLC 
set to breathe life into your existing games, 

Following on from Ken Levine's announcement that Irrational Games is to close, the 
last piece of DLC for Bioshock Infinite takes on a bit more significance. Episode 2 of 
Burial at Sea, released March 25, marks the end of the story arc as told by the studio 
that created it (although we have no doubt that the franchise will live on), and the next 
chapter in this story-driven expansion should offer gamers some sort of closure, 

Once again we're revisiting the familiar but different underwater world of Rapture, 
running into characters we originally met back in the very first Bioshock and in its 
sequel, Bioshock Infinite, Gamers will be able to take control of Elizabeth, there'll be 
new weapons to master, as well as an emphasis on stealth-based gameplay. 


A CULTURED GUIDE TO GAMING TERMINOLOGY 


ou to control Alucard in a story set before the game's maln campaign. 


COD: GHOSTS 

The sacond DLC pack for Call of 
Duty; Ghosts - Deva 
coming to Xbox One and 
360 on April, The new content 
four new maps (including 
a reworked version of MW3 
favourite ‘Dome’), a new two-in 
‘one weapon called ‘Ripper’, and 
the second chapter in the episodic 
Extinction campaign, 


OUTLAST 


There's new content coming to 
a tile Outlast in the form of 


Whistleblower, which wil hit PS4 
and PG in April. The a 
prequel to the game 
wil effect things be 


from the original camp 


KILLZONE 

Killaone: Shadow Fall gets two 

different DLC packs, The frst is 
free, and consists of two new 

‘maps for the game's mutiplayer 


new obi 
abilities, th 
and two ni 


with ne 


BATTLEFIELD 4 


Second Assault was released in 
mid-February (early March for 
‘non-Premium members) and 
included four fan 


vourite maps 


cadet 
les in late 


“NPC” 


NPCs - or non-player characters - 
are the comp 


Useful items, take part in qu 
divulge information and plot t 
through conversation, or send 

on perilous undertakings 


“GRIND” 


The act of partaking in particularly 
monotonous activites in orde 
increase the abilities of a chi 
Often a nec in me 
multiplayer online titles and role 
playing games, can 
kil a set numberof critters, fetch 
arbittary objects for strangers, and 
engage in similarly benign activ 
in order to earn experience. 


“BEAT ‘EM UP” 


Not to be confused with ‘Fighters 
Beat ‘em ups focus on side- 

scrolling action, with the 
confronting waves of enemies with 


eith apons plucked from 
the environment. The genre's dried 
up in the fe, ‘Fighters 
typical fe two characters 


scrapping it out until one health bar 
|s depleted. 


“SPLASH DAMAGE” 
Phrase that indicates the damage 
en inthe 
josion, usually in 
and RTS tiles, Not to be 

ed with ‘area of effect’ 
damage, which usually disper 
equal damage to those caught in a 
damage 
the further one is from 
the point of impact. 


“COVER SHOOTER” 


Games with guns and swarms of 
enemies where the scenery is 
predominant high can be 
‘considered cover shooters. In tiles, 
such as these the player usually 
has a lower tolerance to pain and 
must hide behind the conveniently 
located environmental objects to 
avoid enemy fire if they're to 
progress further. 


> CRITERION FOUNDERS RETURN After leaving Bumout and Need for Speed studlo Criterion, founders Alex Ward and Flona Sperry have founded new Indle outfit Three Fields Entertainment 


INDIE SEEN 


SMALL GAMES, BIG EXPERIENCES Six independent titles that are coming to PS4 soon. 


@ TOWERFALL 
ASCENSION 


(000000000 a 


Scampwick 


well on PS4 thanks to the 
local multiplayer, The gam 
available by the time you read this 


@ FOUL PLAY 
Fou! Pha i 


‘TOWERFALL ASGENSION, i = FOUL PLAY fe ticutfs and broorsticks in both 
2D multiplayer combat | Release: March ‘Theatre-set battior | Release: Spring 2014 single-player and co-op. 


@ GUACAMELEE 
Thi 


Mexican-flavoured Metroidvania 
platformer from Drink 
delighted us last year, and 
doubt do so again when it lands on 
PlayStation 4 (and Xbox One) in Q 
2014, The Super Turbo Championship 
Edition will include previous DLC, new 
content, and more chickens. 


@ FEZ 

Updated version of the perspective 
iting puzde-platformer heading to 

PlayStation 128. Bt 

Software are handling the pot of one 
GUACAMELEE FEZ 1042's best india titles. Sadly, there 

| Undead Mexican wrestling platformer | Release: @2 2014 Dimension-atering platform puzzler | Release: March 26 Ao word on Ms fortes of 


sequel, which remains cancelled, 


(@ THE SWAPPER 
The 


wapper,a fantastic indie puzzler 


Facepalm Games, is hed 
PlayStation platforms in May. Player 
‘must create and control clones of 


@ STEAMWORLD DIG 
Image & Form's quirky platformer, 
‘SteamWorld Dig, releases on PS4 


(and PS Vita) this month. There's a 
influence, with s 
thrown in for good 
of charm, 


some 


THE SWAPPER STEAMWORLD DIG 
‘Sd-fi puzzle adventure | Release: May Dig deep for platform action | Release: March 19 
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Author AND - discusses working 
with Respawn on ‘their art archives. 


“I tried to keep out of the studio's hair while writing,” says the 
author of The Art of Titanfall, the 192-page book which covers the 
creation of Respawn's new universe from development art through 
to. computer renders, and was designed even as the studio was 
still putting the game together. 

McVittie started work on the book in August last year, after his 
agency Unlikely Hero Limited was picked by Titan Books to create 
a tie-in art book they'd pitched to Respawn. Putting together such 
a project while the game was still in production usually provides its 
‘own challenges, but Andy says most of the in-game changes had 
occurred before he started writing. “The space elevator had 
already been omitted from the Nexus level, various elements had 
been culled and recycled... after that i's a question of maximising 
the information and assets you've been given without hounding 
the studio guys for more.” 

With time critical to both sides, Andy and his team poured over 
artwork given to them by Respawn to decide which would serve 
best and to work out a chapter structure for the book. They then 
lald out the entire book, and passed it back to Respawn for the 
creators to write up their thoughts that'd annotate the pictures. 

“Fortunately,” McVittie remembers, “they all seemed happy to 
chip in and their observations were interesting, witty and often 
very enlightening." Andy pegs his own particular favourite piece as 
the sketch of the gigantic alien Leviathan, the four-legged walker 
thats seen in-game as it patrols round the edges of the maps, its 
size making it oblivious to the conflict raging under its feet. "I'm 
always a fan of sketchy, hand-drawn images, where you can really 
sense ideas in the throes of development.” 


The Art of Titanfal, published by Titan Books, is out now. 


“IN MANY WAYS, IT WILL BE 
A RETURN TO HOW WE 
STARTED: A SMALL TEAM 


MAKING GAMES FOR THE 
CORE GAMING AUDIENCE.” 


It came as a shock. Just as Irrational Games were to deliver the final 
piece of DLC for Bioshock Infinite, it was announced by its co-founder and 
creative leader Ken Levine that the studio would be winding down its 
operations. Instead, Levine and fifteen of his colleagues would start a 
smaller studio on their own, leaving an estimated total of more than 100 
‘employees looking for new jobs after having delivered one of the highest 
rated and best selling titles of 2013. The closure was a surprise. The 
move, less so. Going small or going indie in order to realise big dreams 
has become a rapidly increasing trend for even the most high profile video 
game creators. 

Cliff Bleszinski (Gears of War). Peter Molyneux (Fable). Patrice Désilets 
(Assassin's Creed), Jason West and Vince Zampella (Call of Duty). Fumito 
Ueda (Ico). Keiji Inafune (Resident Evil). Tomonobu Itagaki (Ninja Gaiden). 
Ken Levine's not the first by a long shot. 

We know them as great creatives. As visionaries who have all 
contributed to bringing the medium of video games forward. They are the 
stars of their respective studios. The ones that naturally get the most 
attention, The quarterback of the team if you wil; calling plays and hoping 
that once they let go of the ball that the rest of the team will make sure it 
goes to the intended target. 

From initial vision to finished game, there are 
a million things that can go better than expected, 
and a million things that can turn out worse. And 
that’s as much down to the huge teams that craft 
these titles. But there is still no reason to 
downplay the importance of that initial spark or 
subsequent moments of creativity. 

All of these creatives have, more or less, 
uprooted and seen their careers take a new 
direction. Most of the above mentioned have 
Hollywood agents representing them, securing 
their creative freedom and a paycheck reflecting 


was some 
released la 


cutto get the tile out. 


Band of Brother 


delays and staff upheavals, Even ifthe finished product 
won awards and acclaim, it’s questionable how much was 


Bleszinski initially focused on the game's narrative when 
pushing the ttle at pre-release events, wanting i to be a 
ype tale, rather than the testosterone- 
fuelled actioner itturned out to be. 


the size of the franchises they have created. Cliff Bleszinski left Epic 
Games after having spent nearly two decades - the entirety of his adult life 
- making games there, Peter Molyneux first left Bullfrog after EA acquired 
it. A few years after Microsoft acquired his second venture, Lionhead 
Studios, he once again started afresh and founded 22Cans, Patrice 
Désilets, the creative director on the original Assassin's Creed, left Ubisoft 
for more creative freedom with THQ and ironically was brought back to 
Ubisoft following their acquisition of the assets for his next creation, only 
to leave again soon thereatter, Désilets is trying to wrestle control of the IP 
(1666: Amsterdam) from Ubisoft in what's likely to be a long battle, 

Jason West and Vinee Zampella have gone from working on Medal of 
Honor with EA, to setting up Infinity Ward with Activision and creating Call 
of Duty, to founding Respawn Entertainment, a studio that's now releasing 
its first title, Titanfall (ironically, i's being published by EA). 

Fumito Ueda, the former leader of Team Ico, led development on Ico 
and Shadow of the Colossus, and the drawn out development of The Last 
Guardian saw him leave Sony while remaining on the project as a creative 
consultant (on paper at least), And of course, most recently we have 
Irrational Games' Ken Levine. 

With Ken Levine shutting down Irrational Games to explore video game 
narrative with a smaller team, it calls into 
question the role of the creative director - the 
somewhat mythical visionary that thinks up great 
concepts and ultimately leads the project to fulfill 
said vision. Levine's journey with Bioshock 
Infinite was troubled, After the first Bioshock a 
portion of his team moved coasts to set up 2K 
Marin, the studio that went ahead and developed 
Bioshock 2, while Levine worked on "Project X” 
and rebuilt Iational Games. 

It took the team more than 5 years to 
complete Project X, which turned out to be 


[set] Creator Clit 


Bioshock Infinite, and there was always a hint of 

trouble in the air, be it the delays or staff 

defections that surrounded the project. Towards 

the end of the journey with Infinite, longtime 

Gears of War producer Rod Fergusson was 

brought on in order to help with wrapping up the 

project. In the end, Bioshock Infinite turned out 

great, and sold well with more than four million 

Units to its name. However, it's unlikely that it 

recouped the large investment Take-Two made 

in the game over the course of five years in 

development. In fact, while it is being 

communicated as Ken Levine's decision to shut 

down Irrational Games and hand off control of 

the Bioshock IP (control he never formally held), itis very likely that Take- 
‘Two felt enough was enough after having spent large amounts on the 
development of Infinite, 

All of this played a large part in the closure of Irrational Games and 
Levine's decision to set up a new studio with fifteen of his closest workers 
and focus on narrative-driven games for the core gamer that are “highly 
replayable”. While not going completely indie (Take-Two are bankrolling his 
new endeavour) it could be seen as further sign that some of the most 
respected creatives in this industry feel they are better off without the 
pressures and restraints of AAA development. 

Clif Bleszinski recently said how his pitch for Gears of War - “Band of 
Brothers with Monsters” - somehow, through the process of game 
development, turned into something more along the lines of Predator. It's 
clear to see that he had greater narrative aspirations for it initially. In the 
build up towards subsequent releases, he often played up the narrative 
angles, even if the Gears audience were clearly more interested in how the 
Lancer had been tweaked than, say, how Dom's search for his wife would 
play out. 


Bleszinski, who has yet to reveal what he's 
working on since leaving Epic, noted much like 
Levine that he wants to make games with an 
involved community and he swears off disc-based 
games, preferring frequent digital updates and 
iterations instead, 

It has long since been a trend in Japan that 
high-profile creatives have left the companies 
where they made their names. Legends like Yu 
Suzuki (OutRun, Shenmue), Hironobu Sakaguchi 
(Final Fantasy), and Gunpei Yokoi (Metroid, Game 
Boy) all left their respective companies after having 
delivered projects that didn’t live up to commercial 
expectations. But these days there seems to be 

other reasons for the departures, 

Capcom's Keiji Inafune left the company after his project Mega Man 
Universe was cancelled by the higher ups and now he's funded a spiritual 
successor (Mighty No, 9) via Kickstarter, The controversial Tomonobu 
Itagaki (Ninja Gaiden) left Tecmo and Team Ninja after what seemed like a 
internal feud. Kickstarter has proved a great ally for creatives who wish to 
strike out on their own without having to rely on a publisher (who typically 
want to get involved creatively as it’s their money that's on the line). But 
there's no way to make a game the size of Bioshock Infinite and its 
tortured development via crowdfunding - even the budget of the 
phenomenal crowdfunding beast Star Citizen (which has just past $40 
million) pales in comparison to Infinite. 

Pethaps it's only the one man development team, the Jonathan Blows 
raid, The Witness) of the world, who can truly take credit for the creation 
of an entire game. And perhaps it's that level of creative control that many 
of his peers seek. This industry needs people who dare to dream big. The 
only question is whether these dreams makes sense inside huge, profit 
hungry organisations anymore. 
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Stay in touch with gaming on the move. Download our newly-updated 
mobile App for your iOS or Android device, and get all the latest on the 
gaming industry straight to your phone. 


We first came across Airtight Games with 2010's Dark Void, a third-person shooter heavily inspired by the comic Rocketeer. 
You'll know the game's cover better than the game itselt. It's a great plece of art, showing a jetpack-wearing adventurer soaring 
across the skies. A strong, singular proof of concept that didn’t translate to the game itself. 

The studio showed it can adapt style, tone and genre to suit: 2012's Quantum Conundrum was a fun, colourful puzzler. One 
that had the developer doing better in matching gameplay to conceptual promise. This year's Murdered: Soul Suspect, a third- 
person murder mystery adventure, suggests they've taken yet another step toward to unifying a great idea with gameplay to 
match. We sat down and played the game's opening hours and came away impressed. 

Airtight paints the character of Murdered's central lead, Detective Ronan O'Connor, in a fantastically sublime fashion, 
montaging his life until now through his tattoos. His body's a tapestry, an autobiography, of where and what he's been. As the 
camera pans around him, tattoos are inked, then covered, altered. Snippets of tie-in voice-over hint at the symbolism behind 
each. Before we've even entered his world, we feel we know him. 

The hook of the game's dangled straight away. We enter Ronan's world just as he's exiting it. Tossed out of a window by the 
serial killer he's been trying to track down, O'Connor discovers he's gone the way of Patrick Swayze in Ghost. An incorporeal 
spectre stuck in an afterlife having to solve his own murder, avoiding demonic hunters out to get his soul, and trying to find a 
way to reunite with his murdered wife, who's made It through the pearly gates. 

It's a murder mystery where clues are the ghosts of objects long removed, interviewing suspects involves possession so to 
read minds and influence conversation, deduction is tallying the best leads based on discoveries, and most of your clients are 
just as dead as you are. Soul Suspect haunts its main story arc with multiple, smaller cases that are entirely optional. 

Murdered's closest to Quantic Dream's Heavy Rain in its approach to solving cases. Exploring the environment, looking for 
illuminated objects, chatting with other souls or listening in on the living. And in similar fashion, the locations are compact; 
heavily detailed but you're limited in where you can go. For this opening segment of the game, we can explore multiple floors of 
an apartment bullding, and the alleyways outside, A small hub world - a corridor of a beach front - stretches between us and our 
next goal, which is where the demo ends. 

A\tight runs down the rules of the world in short order after your disagreement with the pavement. It seems a lot of buildings 


are sacred, requiring you to wait until one of the living open the doorways. You 
can pass freely through people, objects, walls, but not floors, ceilings. 
Conversely you can't walk through ghostly objects - multiple huts, carriages, 
boats from distant past jab into the modern environment (allusions to witch 
hunts suggest their era, and a potentially bigger plot point later down the line). 
Likely there's going to be some light puzzle work coming, as Ronan learns how 
to shift this historical debris from his path. 

The studio's breaking up the detective work with the introduction of 
patrolling demons, who haunt the building corridors and whose appearance 
instigates a different set of gameplay mechanics. Being spotted means death 
as the ghouls leech what's left of O'Connor's soul, meaning you need to stealth 
your way behind them and take them out with a short QTE, As it's only the 
game's start, this first time's far from elaborate, but neither does it suggest 
these sections will be anything more than a light distraction from police work. 

Better are the side cases and the people you encounter. There's something 
in the voyeuristic nature of your exploration that entices, and the microcosms 
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of life's problems that Airtight has built in each apartment is a nice acknowledgement of the duality between what 
people say and mean. The jock whose egging on his friend for a proper birthday party, but on possession reveals 
he'd just be happy with a DVD and a night on the couch. The couple conversing in the corridor, she secretly wanting 
to get away, he thinking they're a lot closer than they actually are. 

‘And in-between, mysteries. The ghost of the middle-aged man who's haunting a child because she'd spoilt 
something for him when he was alive. The spirit of a woman crying in the basement, unable to find her body to have 
‘some peace - and how something let slip by the elderly couple upstairs may have something to do with it. 

Casing a scene involves keeping a sharp eye out. Unlike say, the Batman Arkham games, there's little obvious to 
sourcing clues in areas, no blinding glowing light to walk over and click, You're still just finding breadcrumbs, but at 
least Airtight approaches it with well-designed environments in which logic dictates what you should be looking for 
instead of the game pointing it out. As we investigate our own murder, we get flashbacks as each clue's discovered - 
the imprint of the killer searching a closet, the tenant watching from behind a doorway - and are asked to theorise 
what their body language and actions suggest, shaping our understanding of events. 

For this case, it's a little laboured given our personal involvement of events ("I was thrown out of the window for 
christsakes"), but it builds in the serial killer angle (bets on its someone we know, given the balaclava) and sets up 
the supernatural element (the target was a spiritual advisor to the police) and gives a template on how future cases 
can be investigated. 

There's notations of how many of the clues you've discovered (a total of fifteen in this location). You needn't 
discover all before deciding to solve the case - a tap of a button brings up a concluding screen to connect the dots - 
but they give more background. You're tasked with picking the three most pertinent pieces of evidence, but the 
wrong choice resets the selection, with those wrongly picked now daubed in red. 

It's a somewhat disappointing finisher that gives little weight or pressure to your verdict, and while the characters 
and world are evocative enough to make us want to see how the main story pans out, we're questioning if there's 
‘enough substance on the cases to distract you from the base mechanics of investigating them - certainly solving 
them isn't completely satisfactory yet. 

But Airtight has shown it's willing to develop on a great concept - which Murdered is - and build a well-designed 
world - which Murdered has. The game's opening showed promise, and we hope that the final result will be 
something that pulls them above the mid-tier placement they've been consigned to these past few years. 


HELLOFATONK [Above left] The game quickly 
introduces you to the key characters early on, 
and makes no excuses in ltting you know 


exactly how they feel about you - because 
far as they're aware, you're no longer around 
to hear them, so why bite their tongue? This 
‘voyeuristic viewpoint plays out across many of 
the scenes in the game, and leads to clues. 
Semmu.AmsH8 You encounter your killer while 
they are themselves tracking down someone ~ 
a spiritual advisor to the police. it's doubtful 
the killer just doesn't like mediums, and 
there'll be some connection or tie between 
killer and intended target - or the killer fears, 
they'll be found out somehow through means 
beyond the usual detective work. 
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TRIALS FUSION 


Ladies and gentlemen, start your engines! RedLynx is hitting the throttle harder then ever before. 


Trials was one of the most rocking Xbox Live Arcade exclusive titles. Both HD 
and sequel Evolution were addictive and fun. RedLynx hasn't changed all that 
much with its next-gen take, Trials Fusion. However, the big difference with Fusion 
is that it finally ditches the exclusivity and arrives on both PC and PlayStation 4. 
We had an opportunity to see what the new game is all about when Ubisoft 
invited the gaming media to attend a preview event in Helsinki. 

The city’s old Cable Factory has seen many events and concerts, but this time it 
was dedicated to gasoline fuelled motorcycle madness. The event began with a 
short presentation, but soon after we had plenty of time to dive in and get our 
hands on the game. There were a dozen or so test stations and the whole 
afternoon gave us time enough to check out everything that was playable, 

From the outset it was clear that Trials Fusion doesn't try to re-invent the wheel 
- either of them. Everything about it feels very familiar and safe. Tackling the 
obstacles with realistic driving physics is stil 
agonisingly addictive, and it gets incredibly 
competitive when trying to take down a friend's 


almost always plunges you into that famous 
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‘As with Evolution, the Level Editor 
tools are the same ones the 
developers use to create the maps. A 
challenge then to try and better 
RedLynx at their own game, 


tailspin of "must try one more time". 

While the core of the game is very similar to previous titles, there are some new 
interesting features to freshen up the experience. Most notably, the visuals have 
received a huge nitro boost. Trials Evolution wasn't a bad looking game by any 
standard, but Fusion pushes the on-screen eye candy to the brink of diabetes, 
‘Crummy wooden planks, dark caves and factories are ancient history, and the 
new look is now brighter, more colourful and futuristic. The effects are particularly 
beautiful, cinematic sunsets and Star Trek-like chrome and glass city views. 

Trials’ tracks and Skill Games are still the two main pillars of the game, but in 
addition to those we got to try out the new FMX mode that focuses on getting the 
highest possible score through various tricks. The tricks are based wholly on the 
in-game physics and there are no built-in animations used, 

FMX's gameplay felt fairly simple, but at the same time it's just as intuitive as 
Trials has always been. Despite the simplicity there 
seemed to be more than enough tricks, and pulling them 
off in a timely fashion certainly presented a challenge. 
Top scores required a multitude of different tricks and 
combining them while in mid-air was trickier than it 
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might sound, Taking risks pays off, but they can backfire very easily. 

The oldest game mode, the basic Trials, has also received new tweaks, Every track 
in Trials Fusion has three challenges and multiple secrets that can drastically alter the 
the way the track works, For instance, one track ended on one side of a tennis court 
which meant we found ourselves in a hilarious tennis match with a penguin. There 
was a constant flow of small surprises that really showed that the RedLynx team are 
not lacking a sense of humour, 

These extra challenges offer more replay value, but what really fires that through 
the roof is the returning track editor. 

‘Once again creative players get to have a go at making their own courses, mini- 
games and challenges, and can share them with everybody online. Making the tracks 
looked much easier then before and even though we didn't get a chance to try it out 
ourselves, we did get to see the creative director, Antti livessuo, whip together a 
decent looking track in less then a minute. He also promised that there wouldn't be a 
shortage of objects, Over 1000 resizable and editable objects should ensure that 
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‘even the most ambitious players can fulfil their aspirations. 

It's very hard to find anything bad to say about Trials Fusion. Everything we saw in 
Helsinki left us with a very positive feeling about the game, It looks to build on all the 
previous strengths of the series, and at no time during the session did the driving, 
pulling off tricks, or pursuit of better scores get even the slightest bit boring. 

Four-player Motorcross races on the same screen were also fun, and we're already 
looking forward taking on friends and colleagues, battling them for the best positions 
on the leaderboards. 

The only criticism we could think of was that excluding new tracks, FMX, better 
graphics, a multi-platform release and extra challenges, there really isn't that much 
new going on with Trials Fusion. 

Then again, if it's not broken then why fix it? Everything points to Trials Fusion 
being yet another quality Trials experience, and the best part is that the we don't 
have to wait too long get our hands on the finished article. Trials Fusion hits PC, Xbox 
360, Xbox One and PS4 on April 16. 
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Tackling Superman as the MOBA genre joins the cape and boots brigade. 


Ifyou're a comic fan, you're the audience Turbine is after. The developer's attempting to 
draw newoomers (and current players) into their comer of the MOBA genre as DC and 
the studio team up with Infinite Crisis, which draws multiple versions of DC characters 
from the company's multiverse to populate its cast. 

It keeps the genre standards, but tweaks to fit their own focus for gameplay. You've 
two teams duking it out in a multi-lane map for control over the level, the goal to get to 
the opposing side's corner and destroy their base. Between you are hordes of NPC 


BETWEEN YOU AND THE WIN ARE HORDES OF NPC MINIONS, 


TURRETS AND JUSTICE LEAGUES-WORTH OF GRIEF 


minions, defensive turrets, and Justice Leagues-worth of superhumans ready to down 
you before you take them out first. 

The game's entered open beta as you read this, with three maps and 27 champions 
to choose from, based on multiverse versions of comic book heroes and villains, One 
new Champion wil be introduced every three weeks henceforth, and new costumes 
added every week. The three maps are Gotham Heights, Coast City, and the tri-lane 


map Gotham Divided. 

If you've never played a game in the genre before, it can be wholly overwhelming. We 
were in the same boat as we entered our debut match during a press day in London. tt 
was the basics that were covered in our time with one bout, but we came out with a 
better understanding, and respect, for the genre, 

Mouse click for movement, attacks and abiities are mapped to the keyboard, and 
their number are gradually unlocked and upgraded as we gain XP, with cooldown and 
recharge periods upon using each (but all measured in the 
seconds). You can recharge your health when back at your base, 
You've three paths to choose from, which repeatedly intersect 
‘over the span of the map, so you can effectively ‘switch’ lanes at 
any time, However, to survive and thrive in Infinite Crisis, you 
need a good old-fashioned team-up. You learn to work in pairs, 
groups, The nead to avoid the same in enemy encounters if you're caught soloing. That 
it's a marathon, not a sprint. 

As it's our first time, we're pointed to the brawlers - Doomsday in particular - as the 
best choice for a starter character, Melee attacks are easy to direct, his abilities tailored 
to increase strength, defence. Easily understood visual language for someone raised on 
action adventures. The DC connection builds rivalries that mightn't otherwise be there 


with a character you've no history with, Turbine talk post-match how they're hinging their 
MOBA take on aggression, making sure players duke it out sooner rather than later, that the 
minions - usually the frontline in clashing sides - become a subset of the overall battle rather 
than a dominating one. 

The game circles around feints, quick pushes forward and back. The map's divided evenly in 
half to begin, with each side getting an equal amount of defensive towers. Cracks in the 
ground indicate the range of the towers! blasts. Clashing, then pulling back to your nearest 
tower, and out of the way of the ranged attacks, becomes the default strategy. In combat you 
know within a second or two whether you can press the advantage - and how much risk there 
is in chasing a Champion before they get back under the safety of their own tower. 

‘The idea is to capitalise on attacking a tower with few minions and even fewer Champions 
defending it. Tower blasts can still chew your health down to zero easily, so you need your own 
minions to soak up the hits, and at least one other Champion by your side to split the health 
deductions. Down the tower, and you move to the next. The idea is to clear a path to the 
enemy base, and a concerted effort by your team to destroy it, and ultimately win the match, 

But there were instances, short and small that they were, when simple strategy and brute 
force paid off. Circling round behind while Champions duelled to smash the enemy with a rear 
attack. Doomsday’s basic ability is a three-strike ground smash the strength of which can be 
increased by an ability buff, ts range is decent enough you can catch even a retreating player. 

Better is his charge move. Clicking on one Champion and executing will see Doomsday run 
forward, sweeping up the Champion in his arms and slamming them into a nearby wall, Not 
only is it a great distraction move, but it can pull a Champion away from their comrades and 
leave them open for a pummeli 

The match ended, predictably enough, with us losing. But it didn't fee! lke a defeat, and 
there was a surprising amount of enjoyment from the experience. We know more about the 
genre, and may end up watching this on streams - even as we lay dead on the battlefield, 
‘watching our comrades continue to duke it out became engrossing viewing. 


TROPICO 5 


El Presidente is back for another bite of the political apple. 
rr ow 


Tropico needed something new. The main criticism levelled at the previous 
title in the series wasn't anything to do with mechanics, or graphics, or content. 
Instead, it was concerns that the franchise had become stagnant, that Tropico 
4 wasn'ta significant enough leap over 3. Fans of the series wil, therefore, be 
delighted to hear that Haemimont Games has listened to the concerns of fans. 
New and improved gameplay systems and mechanics will now feed into this 
new approach to historical player-driven storytelling and simulation. 

‘One such change is the introduction of a dynastic through-line, Now, instead 
of Bl Presidente ruling over his island through the Cold War era, over time we'll 
control a succession of characters from the same dynasty, each with different 
strengths and weaknesses, some more suited to particular tasks than others. 

New art is being rolled out for everything, and there's plenty of new buildings 
representing the different eras that we'll be playing through. 

There'll be battles, new random events, an improved interface, resources that 
change value as the game progresses, more trade options, and - perhaps most 
significantly - there wil be cooperative and competitive multiplayer where up to 
four players will be able to share an island and either work together or against 
each other, 

‘At aglance the only things that look ike enduring are the series’ irreverent 
sense of humour, and of course the samba-tastic soundtrack and island setting 
of before, 

The campaign game, which this time will feature 15 mini missions (instead of 
4's 20), looks like it will once again fuse city building and political simulation, 
New eras wil call for new tactics, and something that worked in one period will 
not be as effective in the next. 

Haemimont Games looks like it's on the right track, and that by bringing 
change to the series, it'll make it more interesting to play, and more diverse. 
They're taking a risk by introducing so many new elements at the same time, 
but if they get it right they could and should reap the rewards. 


WILDSTAR 


Can this colourful gem survive in the MMO jungle? 
We take one last look ahead of the title’s release. 


It's not like there is a push for new MMOs right now. The industry's flooded with 
them. It seems as if every company on Earth is working on an MMO. You have, to run 
through the top of the list, Bethesda is getting ready to release their long awaited (and 
much debated) The Elders Scrolls Online, Blizzard is preparing to release their fifth 
expansion, titled Warlords of Dreanor, for the world’s most popular MMO, World of 
Warcraft. And Sony Online Entertainment is releasing Everquest Next later this year. 

It would seem that, in a world rife with games already clamouring for players out 
there, it would be madness to invest in a new MMO IP, especially given the fact that 
Carbine doesn't have any previous hits to their name. 

But, then again, maybe a new IP is just what the doctor ordered? Wildstar definitely 
sets itself apart from the crowd. Not only is it a sci-fi adventure game, but it's also 
wacky, funny and cartoonish. And its clear there's a lot of depth to the game - it's not 
selling itself on visuals alone. Speak to the team, and they've still got that passionate 
air that comes from a debut project. And there's a lot crammed into this game, as we 
see from our latest hands-on with the title. 

Carbine have thought about every type of player that might want to experience 
their game. The lone player who spends most of their time questing, exploring, 
adventuring and crafting, will have enough to do in Nexus to keep them happy. Not 
only are there a bunch of areas to explore and have fun in, but they get to partake in 
‘Adventures, which are either small instances or public events all around the planet. 
These events are either triggered or happen at set times. Although some interaction 
may be required (this is an MMO after all) you won't be forced to play them. You can, if 
you want, stick to questing and all that other jazz, Or maybe you just want to settle 
down and have a go at creating your own house? It's up to you. 

If you are a raider, then Wildstar has got something special for you, As with other 


MMOs you get to take down the biggest, baddest and most ferocious bosses this side 
of Nexus. However, Carbine are trying to put their own spin on MMO tradition, 

Carbine's twenty to forty-person raids are some of the most insane we've 
experienced. At one point in a video we watched, a full forty-strong raid ran into a 
room, only to have half the players fall off the platform the boss was standing on as the 
ground was blown to pieces. The sheer complexity of some of the encounters will 
make for tough combat even for the most hardened of PVE-players, Although it might 
seem chaotic to begin with, there is some finesse in how players will have to dance 
around the rooms, dodging attacks and avoiding hazards whilst actually trying to kill 
their opponent. 

PVP-ers are served well too, Not only does the game feature battlegrounds, which 
most, if not all, MMO gamers have experienced at one point or another, but they also 
include arena battles and something completely different called Warplots. Warplots are 
forty vs forty PVP-battles which use two bases that you design yourself, Attack the 
enemy warplot while you upgrade and defend your own. How about attaching a 
MOBA-style mob spawner? This can be used to either defend your base, or attack the 
enemy base, You can even attach holographic raid bosses to your warplot, which the 
enemy will have to take down if they want to win the battle. 

Wildstar is trying to offer something for everyone. And Carbine has promised that it 
won't stop after the game goes on sale, but will continue to update with major content 
patches on a regular basis, as is standard of any MMO wanting longevity. 

They're listening to their players and care about their product. They even have a 
plaque in their office, which states very clearly: "Honesty: No bullshit". We've little 
doubt that's true, but we'll know for sure once we get to play the game in the next few 
months. Here's hoping the game lives up to expectation. 
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EA SPORTS UFC 


Grappling with a new take on the ultimate fighter. 


It's our first hands-on time with EA Sports UFC. After acquiring the license 
from THQ, EA Canada's Fight Night team has been working with the new Ignite 
‘engine to realise what they consider to be the most realistic athletes in a video 
game ever. Seeing how muscles and flesh move independently of the skin of 
the fighter, t's hard to argue with their assessment. 

‘One thing we appreciate is making sure fighters won't use moves they'd 
never use in real life. Seeing Roy Nelson land a spinning back kick to the head 
of Stefan Struve would just look wrong. It will be interesting to see how this in 
tum affects game balance, but we assume that fighters will be able "game 
plan" according to their respective strengths. 

Facing Jon Jones is as intimidating in the virtual octagon as the real one, His 
superior reach keeps you on the outside while he uses his arsenal of damaging 
kicks to chip away at your health bar, Step inside and he'll ikely deliver one of 
his patented spinning elbows. Distance is a concept that has always been key 
in fighting games. 

When the fighters are standing, you predictably use one of the face buttons 
for each limb with context and bumpers providing a range of different strikes. 
You initiate the clinch or take downs with the right stick and the right bumper 
blocks (face buttons allows for high and low parties). Depending on your 
Position you'l have various submission moves at your disposal. The 
submission system is surprisingly deep. 

When a submission is initiated an interface with four directions is displayed. 
The defending fighter will have to use the right stick to drain the bar in the 
correct direction in order to escape, while the attacker blocks. With the left 
stick the attacker then needs to advance in one direction to reset the bar for 
the next stage of the submission. Each attempt has five stages, but the 
defender can escape them at any time, 

We did not have a chance to sample the career mode, and were only given a 
glimpse of the quick match mode. However, we choose to remain optimistic as 
the team has proven themselves in the past. 
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Dark Souls 


PC PS3 XBOX 360 


There's been plenty of accusations of games being too easy. As 
the player base over the past decade has widened considerably, 
difficulty has shrunk, perhaps with the notion to not alienate any 
potential fans. More players equates to more buyers, after all. 

Yet in recent years there's been a revival of those games that skew 
difficulty upwards. The rogue-like genre - defined by permanent death, 
harsh restarts and any missteps being brutally punished - has become 
increasingly popular within the gaming fraternity. Challenge defined by 
pure gameplay skill rather than being able to follow a Hollywood-like 
plot. 2010's Demon's Souls was the embodiment of that ideal, a cult 
hit turned success story thanks to those who took to social media 
channels to champion its particular zeal for constant death. 

It, spiritual sequel Dark Souls in 2011 and now Dark Souls Il, all are 
fascinated with punishing the player, Death's central to gameplay. A 
franchise in which you die often, and the difficulty would just increase 
every time you did. You learn about the world and its dangers through 
coming a cropper, and try to better your reactions and skills next time 
you play. it wasn't a clean restart either; you loose any collected souls 
- the in-game currency - that need recollecting from where you last 
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died, and your health bar diminishes. As you'd expect, not a 
series for everybody. 

Those who embraced the frequent resurrections and dark, 
twisted fantasy world the series inhabited worried that this 
sequel, pegged as being more accessible, would lead to a 
game made easier to pull in a wider audience, Changes 
include a Fast Travel system, letting you quickly move 
between the various campfires which form the game's 
checkpoints. Menus were tidied, and there was more 
elaboration on stat and weapon descriptions. There's now 
Life Gems, purchasable potions that replenish your health. 

For a seasoned fan this may sound as if the game has 
become too easy. Believe us, that's not the case, 

You begin again as a character trying to break an undead 
curse before they turn into a mindless zombie that'll kill any 
in its path. You've eight classes to choose from, and buffs to 
help you on your way (there's an option to select no 
weapons, no armour, no buffs if you want - a must for any 
masochist). After a short tutorial you're dumped out onto the 
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Even though it's a last-gen 
game, the visuals stil don't 
match the ablities of the 
hardware. Its not a looker by 
any means, and occasionally 
the frame rate takes a dive, 


costal town of Majula, that you'll return to throughout the 
game, to either upgrade equipment or level up. Otherwise it 
is up to you to strike a path into the wildernesses beyond. 
‘The greatest trick the game pulls is making you realise that 
any defeat - any hit, death - is entirely your own fault. You're 
impatient, or not watching enemy attack patterns. You're as 


an achievement in its own right. Get to the second checkpoint, and 
you fee! like you've conquered Everest. 

There's more freedom this time. You can either follow the obvious 
route that inevitably leads to a boss battle, or look around and find 
‘equipment that increases your chances of defeating enemies ahead. 
Your options are limited at first, but as the game progresses and you 
obtains keys for secret doors, or defeat mini-bosses that open new 


ar interface has . iddenly feel les: sted. Thi of benefit as, if 
YOURE LESS RESTRICTED. GETSTUCK AND YOU CAN Sosssimis" Sunes Scan wang eet 
TRY FINDING ANOTHER PATH OF LEAST RESISTANCE stint” pears urna onyx rt Yo ra 


your fullatantion on your the game easier (and it does help newcomers) but it also means you 


character andthe enemies : 
can't repeat the same easier areas to upgrade quicker. 
you're fighting. The controls Pee pone 


slow as you'd imagine you would be with armour and heavy 


weapons, and a stamina gauge only lets you pull offasmall jen fecibatan ifs axiery—_‘t'S impressive how many improvements From Software has made. If 
number of moves, defensive and offensive, before you need —_svich between weapons and you're a fan of the Dark Souls universe, do not hesitate to play Dark 
to let it recharge. equipment vile playing. Souls Il. Despite a more accessible gaming experience the 

We die, and die often. Shrinking health bar making for a game has lost none of its relentless difficulty, and the 
uphill struggle to survive, And this is just the very first area. many improvements make it a great experience, for 


Just surviving the first encounter with undead soldiers feels veterans and newcomers. But it may not be for everybody. 


Kiefer Sutherland, debuting 

hore in the series as th 

of Big Boss, does fine work 

Naked Snake is effectively 24' 
Jack Bauer in another 15 years 


anyway 


MGSV: Ground Zeroes 


P§3 PS4 XBOX 360 XBOX ONE 


Great demo, decent game. Ground Zeroes has, rightly, been 
dogged with discussions about content versus price point, as it was 
revealed that Konami would be charging near full retail price for a title 
that's length was barely counted in hours. Simple argument: who'd 
spend close to thirty quid on a demo? 

Ground Zeroes is the prologue to the ‘main’ Metal Gear Solid V 
title, The Phantom Pain (released in the far future), So it introduces the 
game's mechanics, reintroduces us to Naked Snake, now called Big 
Boss, and teases plot lines for the main instalment. While it carries on 
devices and characters from PSP side-story Peace Walker, a short 
optional text synopsis fills you in on the basics directly relating to 
Ground Zeroes pretty well. Given how sprawling the series and its 
timeline has become, it's a smart simplification of the convolution that 
comes with a franchise now nearly three decades and multiple titles, 
long. Put simply? It's a great jumping on point. 

The title’s focus is on an operation to recover two key prisoners 
currently held in an unlisted POW military base in Cuba. Ten minutes 
of intro cutscenes (Hollywood-level showmanship's still a Kojima trait) 
is followed by five minutes learning the basic mechanics as you survey 
the base from the edges of the compound, and then you're left to your 
own devices to extract your targets. 


Genre 


% 

» 
Metal Gear first debuted on 
the MSX2 in the 80s, with its 
overhead viewpoint and - for 
then - unique stealth style of 


gameplay The concept was 
remade in the 90s with the 
ower of PlayStation and 
Metal Gear Solid wowed all 
with its Hollywood: ke story 
and steath mechanics. The 
series has become one of 
only a handiul - GTA and 
COD are others - to broach 
the more mainstream market 
with its presence. 


Publisher Release 


What you see is what you get; a small sandbox to 
explore, There's the main military building, with landing pads, 
tanks and underground base, to the north. Between you and 
it are a smattering of camps, warehouses, roads and outdoor 
prisons, A jutting cliffside pathway. A bridge. And a lot of 
hiding spots. While completion of the story will unlock extra 
side missions with different objectives and time of day, all 
take place in this same location. You'll soon know this place 
better than your local watering hole, 

And Kojima Productions want you coming back; attached 
to each mission are two difficulty settings and leaderboard 
support. Rankings are based on several conditions involving 
time completion, times spotted etc. 

Ground Zeroes feels like a stripped back approach to 
stealth, while incorporating new ideas that make sneaking 
feel contemporary. 

If the last canon entry, Metal Gear Solid IV, made the 
PlayStation controller and its various contextual buttons fee! 
like a textbook that needed learning by rote, then Ground 
Zeroes reconnects with the simple artistry of Metal Gear's 
core mechanic. Gameplay flows naturally - from stealth to 


direct combat to first-person shooting back to third-person 


hiding - and knowing how to do them all is quickly instinctive, 


You can now carry downed guards and continue to shoot, 
using your baggage as shield if you're caught trying to 
conceal a body. D-Pad still selects gadgets and weapons. 
You don’t feel overwhelmed, You just feel like a superior 
badass. As well an aged, highly-experienced war veteran 


YOU FEEL LIKE A SUPERIOR BADASS, AS 
WELL AN AGED WAR VETERAN WOULD 


should be. 
The new approach to stealth systems works well, though 
may have fans of the genre crying foul for making things too 
easy. But, Reflex Mode aside (get spotted and the gameplay 
slows to give you a chance to kill your spotter before they 
sound the alert), they’re optional. Use your binoculars to tag 
guards by zooming in on them, and a red icon will pop up on 
your screen to indicate their location. Get seen and a cone of 


us on Naked Snake 
vd be father (in a 
lid Sake 


white static will appear in the direction of those looking, 
picking up in intensity the closer they get to sounding the 
alarm, It means no longer keeping an eye on a mini-map (in 
GZ, the only one is in a sub-menu). Instead you're focused 
wholly on the action (or inaction) in front of you. 

It's a great slice of gameplay and gives us confidence in 
what we can expect from The Phantom Pain. Cutscenes are 
kept to a minimum, and story is less about emphasising the 
vulgarities and higher purposes of war, more in focusing an 
unblinking gaze at the horrors war produces. Collectable 
recordings and fill-in mission briefings are short and to the 
point. Side missions actually do well in making the same 
location feel different. 

But: price. Side missions and leaderboards aside, for a 
game of this size we'd have needed more content, or a much 
lower price point, to make this a recommended must buy. 
You won't be missing much if you leave this until The 

Phantom Pain releases - come then this'll be 
available at the price it should have been to begin 
with. Plus, you won't have as long to linger on 
the cliffhanger Ground Zeroes ends on... 


YOSHI’S 
NEW ISLAND 


Sloppy. Not a word usually associated with 
a Nintendo title. But as the company has 
tried to recapture the magic of the original 
Yoshi's Island it's butchered the job. 

Ifit's got some good qualities, it's due to 
the developers sticking as close to the 
original formula as they can, Challenges, 
story, and the mechanics are near identical. 

Some things are untouched: Yoshi can 
still swallow enemies, turn them into eggs 
he can then throw at other enemies, or use 
them to collect bonuses and extra ives. 
Baby Mario still needs protection, and 
each time an enemy hits you he starts to 
cry, jumps off Yoshi's back and a timer 
starts that indicates how long you've got to 
save him before he's lost. 

Yet neither established mechanics 
nor new additions are given enough space 
to shine, as the level design is the worst 
the francise has seen. it appears as if the 


THE USUAL GREAT DESIGN 
PHILOSOPHY IS NOWHERE 10 
FOUND IN THIS NEW TITLE 


whole design philosophy has bean thrown 
‘out for this game. 

Nintendo has an uncanny ability to 
create levels where the challenge seldom 
lies in locating the most tempting secrets, 
but rather in figuring out how to reach 
them. This simple philosophy is nowhere to 
be found here. 

‘You often experience instances where a 
certain enemy, who is only on screen for a 
couple of seconds, has that last red coin 
you're missing. if you can't catch the 
‘enemy in time, you have to replay the 
entire level in order to get it. It's alazy, 
boring and frustrating design decision, and 
it's very different from the well crafted 
game structure we're used to. 

If this hadn't been built on the template 
of the original game, it'd be a complete 
disaster. The basic mechanics are still 
sod, and will satisfy the most die-hard 
platform fans for a while, There is, however 

no way around the fact that this 
is the sloppiest Nintendo 
adventure to date, and lacks 
its usual seal of quality. 


What gives Rowe energy 
Infamou 
mething as unremarkable as 
smoke, It is therefore important 
to use car wrecks, fires and 

chimneys to collect the smoke 


Genre Publisher Release 


Infamous: Second Son 


We're given a thorny ultimatum during our time in Seattle. Save the 
Native American tribe to which we belong, or sacrifice them all, Not an 
easy choice, but nonetheless a choice that will define our experience 
in Infamous: Second Son. Thanks to Sucker Punch we're once again 
‘endowed with powers that would make the X-Men green with envy, 
and we constantly have to decide whether to use them for the right or 
wrong reasons. 

Both options may have their allure, but this time we decide to let the 
series’ new protagonist Deslin Rowe play Mother Theresa with his 
superpowers. The game's background is that the U.S. government 
tasks the Department of Unified Protection to deal with bio-terrorists; 
people with super powers who, like the X-Men, are misunderstood by 
a fearful populace. Rowe has no idea that he belongs to them until the 
game's start, when he absorbs the abilities of one - much like X-Men's 
Rogue, he can use the powers of other Conduits. 

It comes in handy, because the DUP has transformed the U.S. into a 
fascist society in which the state has far too much influence over 
people's lives, and monitoring them has reached unprecedented 
levels. Despite the DUP being created to do away with people who 


Infamous: Second Son takes 
lave seven years after ts 
predecessor. Cole MacGrath 
's replaced by Destin Rowe 
in the lead role. Sucker 
Punch has hinted that there 
might be DLC to Second Son 
with a brand new adventure 
in Which Cole returns, 


have remarkable abilities, they themselves have people with 
powers in their ranks. You can sense an incipient conspiracy 
story brewing, but also realize that if we are to defeat an 

army of superheroes, we'd better start boosting our arsenal. 

That sums up much of the grandeur of Infamous: Second 
Son. We quickly get more and more abilities and after only a 
few hours can transform into a cloud of smoke and, at 
supersonic speed, move between Seattle's skyscrapers, 
‘every now and then raining down death on unsuspecting 
DUP soldiers plus... paint graffiti. Rowe never forgets his 
heritage and his actions are often tied to that. It gives the 
story an extra dimension that is aided further by well 
executed cutscenes and great voice acting. 

Just like in WWII title Saboteur, it's satisfying to kill off the 
rabble from each place, and as you move around you always 
have a number indicating how much control the DUP have in 
the area. By destroying their cameras, blowing up radars and 
demolishing their provisional bases in the streets, you can 
loosen their grip on each neighbourhood. 


Unfortunately, this is also one of the bad things with 
Infamous: Second Son: you're expected to do the same 
procedure a few too many times. 

There is not enough variation of enemies, while missions 
are often the same but in different neighbourhoods - destroy 
the DUP, kill off the drug dealers who do not like your 


THERE'S LITTLE VARIATION WITH THE ENEMIES, AND 
THE MISSIONS ARE OFTEN THE SAME EVERYWHERE 


presence and find shards that give you new abilities. 
Another issue is that opponents are way too precise in 
their shooting. It's frustrating. It doesn’t matter if you turn 
into smoke and move around super fast; you're a magnet for 
hostile bullets. Gangsters with baseball caps and bandanas 
will hit you 300 meters away with only a hand gun, no matter 
how fast you move. Not a big problem, but frustrating and a 


‘Sucker Punch 
DualShock 4 in 
ways, tke you must shake 
your controller before you 
paint graft (making it 
‘sounds lke rating spray 
can), and aiming the nozzle 
with gyro function to paint 
Even the touch pad is used 
in several mini-games. 


Sucker Punch offers a 
staggeringly beautiful Seattle 
with lots of details and fancy 
lighting effects, The game workd 
ther lifeless though and not 
‘well animated as it could 

have 


cheap way to increase the difficulty level. Fortunately the game's 
rewarding and satisfying in other ways. 

‘As your superpowers enhance, battles become more dynamic than 
in other sandbox games. It's more fun to get around in the city and 
you never want for things to do. Like in Crackdown, it’s fun to create 
your own challenges and check out what weird stuff you can pull off. 
‘Aso plus points for the faithful recreation of Seattle - the artistic take 
on the city is still true to reality. 

The only downside visually is that the city is fairly empty of life; there 
are too few pedestrians, cars and the like, which means we still get 
pulled out the illusion of patrolling a living, breathing city every now 
and then. 

The story in this third Infamous title is clearly the best in the series 
and we find ourselves actually caring how everything ends. Coupled 
with the fact that Rowe becomes more powerful with the additional 

superpowers, we found it difficult to put the controller down 
and stop playing. Sure, it would have been better with 
more varied missions, but ultimately Infamous: Second 
Son lives up to and surpasses its predecessors. 


The story sets up the IMC and 

Militia conflict, as the two fight 

over fuel and beliefs, You may 
well miss the specific 

‘re busy fighting for a match 


win though, 


Titanfall 


PC XBOX 360 XBOX ONE 


Here's the bottom line. Titanfall’s a damn fine multiplayer shooter 
worth your time and money. Respawn's debut builds on the same 
foundations as its online multiplayer peers, but strikes out in its own 
direction, incorporating unique ideas to develop its own vision. Not 
unexpectedly given the staff's heritage as ex-Call of Duty developers, 
Titanfall offers fast-paced gameplay, XP drives that reward upgrades, 
and there's a wide spread of perks. All designed to keep you wired in, 
next achievement tantalisingly close to being unlocked. 

But the core sell’s different from COD, different from Battlefield. If 
any comparison can be made, Titanfall leans closer to COD’s glorious 
competition. Bigger maps and the chaotic combat that mixes on-foot 
soldiers and piloted attack craft mean while your lifespan is still 
measured in the seconds, they're healthy double-figures. 

But Titanfal's still a different beast. Player Pilots are fast, agile - 
jetpacks offer double-jumps, and wall-running is standard. t's the first- 
person shooter with superheroes. You flow over, under and along 
environments. You're no more than a leap or wall scuttle away from 
battle, Calling in your personal Titan, a two storey-tall mecha with 
dash moves and heavy arsenal, layers a wholly different, Virtual-On 


Genre Publisher 


The origins of Respawn are 
infamous, as two Infinity 

Ward san West and 
Vince Zampella, ltt the Cal 
of Duty: Modern Warfare dev 
Under a media storm after 

belng fred for "br 
contract”, The notoriety 
ther good, as all eye 
been on thelr first project, 
sino it was announced, 


Release 


style combat on top of the clashes between Pilots under your 
walking tank's feet. The two types of play interweave and 
create something wholly new in the shooter space, 

Layered on are progression systems to unlock upgrades 
and bragging rights. Levelling up ears you new weapons 
and loadouts. A separate Challenge system offers gameplay- 
specific objectives that need to be repeatedly completed 
‘over the course of multiple matches, Do so and you unlock 
weapon accessories as well as Burn Cards. These are 
randomised perks that can be cashed in during matches and 
last until you're killed. 

Buy the disc, download the digital version, and you access 
a 6v6 multiplayer-only title set in the far-flung future and 
across multiple planets as two sides clash over resources 
and ideologies. It’s the classic Red Vs Blue muttiplayer 
colouring mapped to the patriotic IMC and the hounded 
underdogs, the Militia, 

Personalities and goals matter more - but not much - in the 
story campaign. The eighteen match-long conflict is split in 


ee ff ; 
My mrconsre 


pa 


two; nine matches on nine maps, played from both sides. 

It's somewhat of a misfire. Matches play out as they would 
on the other multiplayer modes, but with the addition of in- 
match pre-scripted sequences. The problem is you never 
feel directly involved with these events. It'd have been much 
more rewarding if there'd been unique in-match objectives or 


THE CAMPAIGN FEELS LIKE A MISFIRE. HOWEVER THE 
MAIN MULTIPLAYER MODES PROVE THE MAIN FOCUS 


the match’s result had a bigger impact on the story. 

There's fifteen maps available in all. Most fall into one of 
the two design types found in the beta levels. Either grid-like 
city and townscapes akin to Angel City, or larger countryside 
environments like Fracture. From these first twenty hours, it's 
the sprawling maps thats prove the better of the offerings - 
more interesting visually and in layout. What becomes 


XBOX 360 VERSION 
This ri don the 
Xbox One and PC versions of 
the game, The Xbox 360 
Version Is being ported over 
by another company and is. 
due for release In afew 
\weeks. Given the expectation 
of differences between the 
current and next-gen takes, 
\we'l be looking at the 360, 
version when we get code 
Check the we QF mor. 


FIGHTING MODES 
While Atrtion and Plot Hunter 
feel the same - ils for points - 
Hardpoint Domination, Capture 
the Fag and Last Titan Standing 

ave diferent enough to feel 

Unique in their own right 


‘obvious during our time is that in some locations, the player number 
versus map size hasn't been scaled quite perfectly. 

It's early days though; players may start to explore once they've 
sated some of their XP drive. There's little earned in being tourist, but it 
is highly recommended. Even outside the fantastically-realised maps, 
Respawn can create evocative sci-fi worlds. 

But there's some gameplay elements that feel lightweight. Hacking 
‘enemy Spectres to fight for you might give you an extra gun on the 
field, but they’te all too easily dispatched to see these tin soldiers 
become a contention point. Better are the heavy turrets, which when 
hacked train their aim on enemy Titans, but even these feel a sideline 
addition rather than an integral part of winning matches. tt all feels like 
window dressing, when it should all be intrinsic to battle. They're great 
additions; they just need to be championed some more. 

But given there's so many layers on top of the core gameplay, we 

can forgive if some aren't so rich as others. Tweaks and 
updates are expected in the future, But this is a promising 
start for Titanfall. Right here, right now, this is a brilliant 
title and a great debut. 


South Park: The Stick 


PC PS3 XBOX 360 < 


Obsidian Entertainment suffers from a somewhat tarnished reputation. 
Sure, it has a bunch of highly-rated RPGs under its belt, but i's also a well 
known fact that you've to live with a large number of flaws and glitches in order 
to enjoy them, There's even a joke about it: Obsidian writes all its RPGs in 
heaven, while it handles quality assurance on them all in hell. 

But South Park: The Stick of Truth isn't your typical Obsidian RPG, as THQ 
went under and Ubisoft assumed publishing responsibilities for the game. t's 
been another year and this additional time in development has clearly helped 
as The Stick of Truth comes across as solid, polished and entertaining. 

You are “the new kid’, who just moved into South Park, and you're tasked 


BENEATH THE SILLY JOKES AND PARODY |S A 
SYSTEM THAT IS ENTERTAINING AND WELL CRAFTED 


with making some friends by your father. You find yourself taking part in a 
large-scale live role-playing game that many of the town's children partake in, 

‘The Stick of Truth takes the piss out of all the RPG clichés, with classes like 
Warrior, Thief, Wizard and Jew. Magic means farts, weapons are wooden, 
there's ridiculous costumes and much more, But beneath the silly jokes and 
parody hides a system that is both entertaining and well crafted. 

It's cut from a template inspired by classic Final Fantasy games, with turn- 
based combat that takes place in its own battle scenes, rather than the over- 
world where you and your companions explore. You dispatch enemies with 


Publisher 


oo 


‘CENSORSHIP 
The publisher's voluntary 
cut out scenes featuring 
‘anal probing and such 
from the console version 
(everything's stil Included 
in the PC edition, and we 
cannot fathom why they 
were too controversial for 
console), but it appee 
ifthe game is going after 
shocks and poop jokes 


Release 


of Truth 


standard attacks, special abilities and spells. 

‘The combat system differs from its source material by adding an 
active element. A faint flash and an audio cue tells you when to 
press certain buttons in order to deal more damage or vary your 
attack, as well as manually block enemy attacks. t's simple, but it 
is also extremely effective, making for a more engaging experience 
‘than just waiting your turn. 

Naturally you come across new gear, all with various stats and 
bonuses, and this can be upgraded with "patches" to boost them. 
‘The selection is nowhere near what you'l find in the likes of Diablo, 
but there are lots of decisions to make. Decisions you've probably 
been forced to make in dozens of RPGs, so in this regard South 
Park is hardly original. But it's stil a well-crafted, distilled take on 
the hallmarks of the genre, 

‘The story of The Stick of Truth starts out innocently enough, but 
soon you'll be treated to unexpected twists and turns. It's fittingly 
bizarre, much of it is completely tasteless, but it's also fairly 
entertaining, If you're not a fan of the TV show, then this won't 
convert you, but for those of us who are, The Stick of Truth 
succeeds in delivering an experience equal to many of the good 
shows we've seen over the years. 

It's fun and entertaining, unusually polished for a game 
from Obsidian Entertainment, and beneath the simple 
surface and the fart jokes there's a surprisingly well 
made RPG. 


Publisher 


XBOX 360 is 


WoT is a perfectly enjoyable, robust multiplayer shooter. Most of what 
makes the PC original such a compelling experience has been retained, 
and there's some changes that perfectly suit its transition to console, 

‘The thing that you need to know is that the core remains. Two teams of 
tanks from the Second World War era take each other on across maps 
inspired by the period, Each tank has but one fife, and players build up 
‘experience by completing successful actions on the field of battle 
(capture objectives, spot enemies, cause damage). Earning enough XP 
allows players to research and buy better tanks, building up their options 
and advancing through World of Tanks’ leveling system. There's two 
‘experiences to be had; one that costs and one that doesn't. Both are fun, 
but there's significant differences between the two. 

On the free-to-play side of things you need to start from the bottom of 
the pile, upgrading your initialy fragile tanks as you painstakingly move 
up through the ranks. It's a spartan way to play, with little room for 
manoeuvre as you accrue the experience needed to move up the game, 

In the other money's no object; you can equip your tank with the best 


THERE'S TWO EXPERIENCES HERE: ONE 
COSTS, THE OTHER DOESN'T. BOTH ARE FUN 


ammunition, upgrade your vehicle with consumables (repair kits, fire 
extinguishers) that might just save you in a pinch, and accelerate through 
the levelling up process much faster than the free-to-players. While it's 
fair to say that there's less stress involved in the paying option, the game 
retains its credibility by ensuring that both paths are enjoyable and fair. 

Non-paying gamers start off with three tanks, all of the light and 
medium variety. This means that your vehicles aren't particularly durable, 
but they are manoeuvrable in a way that leaves the more powerful tanks 
in the dust. 

Advancing through the opening levels is fairly straightforward, but 


WORLD OF WAR 


World of Wargaming is a 
hugely successful PC brand 
that covers tanks, planes and 
‘warships and has be 
running for years, This marks 
its debut on console 


Release 


there's a ceiling waiting just around the corner. 

Depending on your ability, at around level five or six 
progress slows down significantly. If you haven't 
already, this might be the moment to start thinking 
about making an investment in the game - the other 
option is along, hard grind, 

‘There are three different modes to play - although 
they're not too dissimilar and for the most part you'll 
be playing the capture-and-hold mode that's simply 
called Standard. Encounter (one capture point for both 
teams to attack) and Assault (one team attacks) are 
thrown in for some occasional variety. 

‘An experience system unlocks the various tanks 
and equipment needed in-game. Gold is what you get 
for real money, and it can unlock a handful of special 
tanks and additional consumables to boost your 
chances in battle. 

‘There's currently seven maps on the Xbox 360 
Edition, which represents much less variety than there 
is in the PC version. It doesn't take long before it 
starts to feel a little bit ike groundhog day. When 
stacked up against the PC version, World of Tanks on 
the Xbox 360 pales a little in comparison. 

Wargaming has stripped out some of the complexity 
of that game - which makes it more acoassible in the 
short term, but is a detractor for those looking to 
invest a significant amount of time in the long-term - 
but in hindsight it’s probably for the best. 

Everything's in place for World of Tanks to grow into 

something really decent on Xbox 360. It 
feels a litle thin on content right now, but 
given time and support, it's easy to 
envisage a very positive future to come. 


RAMBO 

PC PS3 XBOX 360 
Genre Publisher 
Release 


Dear creators, a few questions. One: 
what were you thinking? Two: do you 
know the meaning of entertainment? The 
‘one question that is the most difficult one 
to answer is: what did we just play? 

We get most of it, naturally. Rambo: The 
Video Game tries to sum up the tragic 
story of John Rambo in one cohessive 
narrative, more or less chronologically and 
with no apparent appreciation for the often 
underappreciated source material. it would 
appear the developers felt the bast way to 
do this was to mix equal parts cutscenes, 
quick time events and on-ralls shooting. 


ONE QUESTION: WHAT DID 
WE JUST PLAY? IT WAS IN 
NO WAY ENTERTAINING 


‘And while on-rails shooting - popular back 
in the arcades in the 80s - isn't necessarily 
a bad thing, it stil feels antiquated, It's fine 
to revisit old mechanics, but you can't 
simply recycle old, boring ideas without 
any trace of quality or entertainment value, 
‘After an hour we're fed up. We only persist 
another five in order to write this review 
and spare you the pain. 

At first we laughed at it, thinking it was a 
conscious parody, but awful sound quality, 
the laughable cutscenes and the ridiculous 
amount of horrible QTEs were just the 
recipe for the game of our nightmares. 

Unlike most other poor games, there is 
no sense of ambition, soul or tendency to 
want to entertain and captivate here. The 
‘sound design is as aged as the game 
mechanics. A large portion of the dialogue 
is sourced directly from the movies, 

Imagine three to four minutes of horrible 
cutscenes, followed by five minutes of, 
quick time events and ten minutes of 
uninspired on-rais shooter. Then imagine 
the worst possible version of all three, and 
you've got an idea of what Rambo: The 
Video Game offers. At the end of the day it 
‘was probably a good idea to include "The 
Video Game" as part of the ttle, just in 

case the audience accidentally 
confuse it with some sort of 
instrument of torture. Awful, 
awful, awful. 


DON JON 


BLU-RAY /DVD Joseph Gordon-Levitt makes his directorial debut in a romantic comedy 
that addresses the fixation on internet porn and its affect on daily relationships 


Genre R | Release 


Joseph Gordon-Levitt's feature-length directorial debut impresses. The 
Dark Knight Rises and Looper actor proves he's got the chops behind the 
‘camera as well as in front of it (and on top of that, he’s written the thing as 
well. It’s a romantic comedy, in much the same way as 500 Days of Summer 
and Crazy Stupid Love are; sharp, cutting, funny. Real. 

Levitt plays the lead, portraying a guy who, if he's not at the gym or picking 
up women at his local club, is masturbating to internet porn. Soon enough he 
meets Barbara Sugarman (Scarlett Johansson, proving she can lend weight to 
arole when the materia’s got substance), but his addiction continues - only 
curtailing his other online activities when he's caught mid-act. 

‘As with the better, sharper takes of the genre, Don Jon fails to stick with the 
usual conventions. Expectations are quickly and happily dashed, and you're 
left uncertain as to where this story, and even its focus, will end up. 

Levitt treats the subject matter with care and deft hand, and offers a fair and 
honest discussion on the overly-sexualised nature of love and relationships, 
and the impact of freely accessible pornography has on people - not least 
those who view it constantly. 

Importantly he doesn't demonise nor glorify porn, instead through various 


LOVING A THING 
‘The Special Features on the 


disc are much lke the fm; 
short and to the point. A chat 
withthe rest ofthe cast on 
the matoria’s focus Is a good 
Idea that ges itl traction, 
but what's really missing is a 
director's commentary. This 
‘was obviously a labour of 
love for Levit itd have been 
(Q00d to hear him discuss i 


character perspectives, touches upon the different takes 
‘on adult material and leaves the viewer to draw their own 
conclusions and thoughts. t's in the ending that the movie 
strays towards tradition, but only feels too pat because of 
the brief running time - the transition to acceptance by 
Don seems relatively quick. 

‘At an hour and half there is little in the way of fat to the 
film, but Levitt packs a lot in. ff there's an issue, i’s that he. 
could have lingered longer on mid-act realisations to dig a 
little deeper into Don Jon as he slowly begins to realise 
what his ‘hobby’ is costing him. Second viewing makes 
you see the stylisation of the edits and scenes to be akin 
to a music video; punchy as well as short, However while 
his technique is fast-paced stylish, i's not vacuous. 

Backed by an impressive cast (plus a great, if 
fleeting, appearance by Channing Tatum and 
‘Anne Hathaway) Don Jon proves to be a rom- 
com heavyweight. 


GRAVITY 


Gere R12 Release 


Alfonso Cuaron's space thriller loses tle In 


the shift to the small, home screen, 

which was always going to be a worry. The 
Oscar-winning fick sees Sandra Bullock In 
a tense race against time as she's stranded 
above Earth seeking a way back Home and 
enough alr to keep her alive to do so. The 
Blu-ray makes good on Its special features, 


digging Into the technical marvels 
@) tat made the move lo el 
via extensive documentarl 


THOR 2 

Gerve R |? Release 

The second wave of Marvel's cinematic 

takeover continues as Thor gets his third 

outing on the big screen in as many year 

Great chemistry between Chris Hemsworth 

(Thor) and Tom Hiddleston (Loki) can't hide 

poorer story and blander villain than the 

Hirst flim, while a mid-act attack on Asgard 

stiggests someone's been checking the Stat 
Wars battle rulebook. But a stellar 

@) see head at as 
flim firing on all cylinders. 

f 

ROBOCOP 

Gerre R 1) Release 


Get the foul taste of the recent remake out 


of your mouth and mind with the remaster 


of the 80s original, Plece for plece a much 
better tlm, and showcasing a great turn by 
Peter Well as the man undemeath the 


machine. Ri 


satire I 
then, and overlays the exo 
olence neatly to make for a fick that has a 
oint - howev ots 

excesses. The feature-heavy disc 
makes for the co a 


NEED FOR SPEED 


Cinema The latest movie tie-in to gaming revs for release; we head for a 
tion why can’t Hollywood ¢ 


U. 


race across the . and qu 


Genre R | Release 


Oh Hollywood, so close yet again, For source material, the EA 
racing series, Need for Speed, is likely the easiest for any studio 
to build into a big soreen extravaganza. The story's essentially a 
blank canvas - you're free to construct a decent story to book 
end expensive cars and elaborate racing sequences. 

We're not looking for Shakespeare - the Fast & Furious series 
proves that - but we need likeable characters, a cast we can root 
for, else all the crashes and close calls in the world won't spike 
our heart rate and interest. Gaining Aaron Paul, sti, riding high off 
‘AMC's Breaking Bad, as lead, is a good start. Ejecting the use of 
CGI in favour of real car stunts? Great. Shame then that 
everything else stalls at the starting line. 

The story's a little A-Team, as, after a chunky prologue setting 
up the key cast, Paul's character Tobey Marshall is arrested for 
his part in a fatality on the road, and is released a year later to 
seek revenge on those responsible. An easy setup, but awkward 
dialogue that lacks zing and a crew that offer little more than the 
dlassic stereotypes do litle to drive forward the avenging angle, 


it right 


‘There's even a laughable turn by Michael Keaton, who given the 
right material can add some sheen to anything, but here feels ike 
he's shooting an entirely different movie in tone, and is left filing 
in plot points to the viewer, just in case we were dumb enough to 
miss them or interested enough to care, 

So we're left with the car chases and stunts. All decent, but 
there's not that consistent staircasing of setpieces you'd expect 
from a film like this, Best is the blast across America as Marshall 
attempts to cross the country to make it in time for registeration 
on a secret, high-cost race between speedsters. Though those 
stunts are great, abandonment of the ticking timer hits the brakes 
‘on the mid-movie momentum, There's a great refuelling scene as 
car and tanker hurtle down a freeway because, we're told, there 
isn't time to stop... only for Marshall to park up at a gas station 

not ten minutes later. The movie's own logic takes a 
jump out of the passenger seat. 
Its filer entertainment, but far behind cinema's 
racing greats, Let's hope for a better sequel, 


300: RISE OF AN EMPIRE 


MA Gerre ACTION R 15 Release 7 MARCH 


‘A prequel, side-quel and sequel to the original 300, Rise of an 
Empire interweaves another tale of Greeks tackling overwhelming 


‘odds, this time at sea as Themistocles (Sullivan Stapleton, trying 
for a more tempered approach to wearing the loincloth than Butler) 
wages war and tongues with God-King’s naval commander 
Artemisia (Eva Green), More gore than the first can't hide 

the fact it's a poorer film, But Green's performan 

captivates and the third act picks up the pace at last. 
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GAMEREACTOR Ww 


GAMEREACTOR ON SKYPE & GOOGLE HANGOUTS 


We want you to participate in our daily editions of GR-Live, broadcast directly from 
our Gamereactor headquarters. Join us in discussing the latest games, and let 
your voice be heard on the livestream. 


SKYPE NAME: GOOGLE HANGOUTS NAME: 
“GAMEREACTORLIVE” “GAMEREACTORTV” 
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PC / PLAYSTATION / XBOX / NINTENDO / MOBILE 


